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" INSTALLATION AND GAME RULES

ODYSSEY by Magnavox . . .
Waorks on any brand . . . any size TV . . . color or black & white

o Tie KWagnavo= Company 1977



NOTICE

TURM OFF YOUR ODYSSEY EACH TIME YOU HAVE
FIMISHEDR PLAYING THE GAMES, {F yOU LEAVE THE
SAME GAME PATTERN ON YOUR TV SCREEN FOR
MORE THAMN B - BE HOURS CONTINUGUSLY, THERE %
A POSSIBILITY THAT THE GAME PATTERN COULD BE
PERMAMENTLY IMPRINTED ON THE PICTURE TUEE
SCHEER.

The model and serial number of yoour Magnavox
Oidyssey game will be found on the bottom of the in.
strument. Please record this model and serial number
inihe space provided below,

Madel Number Serial Number
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INTRODUCTION

ODYSSEY 2000 literally turms your TW screen nto a chal-
lwnginyg clectronic playground, and 1t attaches o ay SiZe o
brand . . . black and white or color,

ODYSSEY 2000 festures garmes of Hockey, Tennis, Smash
and Practice and a: an extra challenge has switchable skill
lewels of amateor and pro owhich automatically adjusts the
player size, speed of she ball and deflection of the ball.

AUTOMATIC FEATURES

Each tirme the "hall” leaves the alaying arca the AUTOMATIC
SCORIMNG wall sward a paint to the soproprizis “player o
tearm.

The “balt’ vl normally reedrn into play by the AUTOMATIC
SERVE from the side that was awardad tng paint. ATer either
"playver’ has scored 15 points the "ball™ wll continue 1o be
servad bt nzither ' playes " will be ahlz to retwul

During play » d ffzrent audio tone s heard 2ach time the “hall™
hits a “player”, a wal or apointisscored. Thisis AUTOMATIC
SCHIND and no provis ons are made 1o am it o or off or to
change the tones.



how to connect Odyssey

ANTENNA-GAME SWITCH

The ANTEMMNA-CAME SWITCH it provided as a convanience 1o
allow you to select sither QDYSSEY or regular TV wiewing,
without having to disturb your anenna connections. Atter its
initigl installation, you merely move the slide switch to either
GAME position for ODYSSEY . .. or to the TV position for
televizion viewing.
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CONRECT MOLUNTING
AMTENNA HERE HOOK

A mounting hook is provided for conveniently “hanging™ the
ANTENNA GAME SWITCH on the back of your televizion.
Alter installing the hook, insert the end through cne of the
yentiigting hales an the back of yvour television near the antenna
carnnections. (NOTE: Seme TV s do not have ventilating holas
canvenient to the Antenna Terminals, tharafora, the hook i1 not
reguired).



GAME CORD
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Locan 1w WHF astena tevminals on the back of your
elewision Disconaert the VHE arewa wire Hf ke 15 onel,
from wood television and connact T to the ANTEWNMNA-GAME
SWITECH, Connzct the lgad from the ANTENMA-GARME
SWITCH 1o tne WHF 300 termina s of tne telev sion. The
AMTEMNNA GAME SWITCH is now permansntly conregted Lo
wosr Eelevision, Wher changioeg Trom GARME 1o TV . make ce-tain
tho shde switch is maved to the ext-+me nosiion da rab [Raeve
in the middin, 25 vou wll ngt hacg prooer operaticr.

Aclebtioal ANTENMA-GAME SWITLDHES may be aurchased at
voudr local DOY35EY o Magnavow fdealer, sooynn may ins tall
and: an cach i evis an nyoor home.

b5 wour antenna cakle s rownd with 3 scrweon Lyng connector
75 ohen by wiik nesed o parer sse a2 7B ohn 1o 303 onm Balun
to pertmms conaccthion of yous TW a-enna 1o e Odysgey
An=earz-Gama Svatch The 7% obhm 1o 200 obae Balun's are
ey gwailabile from oyoun local Magnovzy Dzaler ar oany
talew.sion s&re CB o gar cation.

If wvou were usicrg a4 75 ohm round cablz, ol tleyision well
rrrabahly hava g sat of jurngsser plates or & 5w which muost be
movad to se.ect e YHE-J00 ohm tarmimals, Yoar f=levision
instruction book wiil b of A2ip.

GAME CORD

The GAME CORD from woa- QDY SEEY sholld now be plugged
into the ANTEMNMA GAME SWITCH wocvct rrarked GANE
CORD. The GAME CORD stould never La: s ked from the
Antenna Game Sy otch, Alvwways grasy it by thaplogend, no® the
cord,
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how to set up Odyssey

BATTERY INSTALLATION

ODYSSEY savomplesely safe oroduc: fora lages arnd memoe-s
of ywoar farm'y 1o use, sinco itz peaeer od By 6 T cel! bateries,
of a0 volt AC Adaptler, which & avallahic gt your ODYSEEY or
Magnavaox Dezler.

Pluce yoar ODYSS5EY upside dove: and ingart a cain, g.th at
guarter, ~ “he in scoow loceted o tne et Ler af 1ha Tstom
cabinat. Press down qenily ard e The sCoevy AU O imately
ane Balf wuee to the eft fcounter ¢ ockwizskl, Take nold of bath
sides nf rmebot o catrnat and bt off,

Itsert 6 O coll see hatteries -0t the battery hoaldoer. Ba erTumn
the bavzerize zrs instaled i the dirsctior indigated oy th-
illustrateor - 170 Raltery ha'des o you can damage 172

ODYS5EY e act-oni'os.

Far axspoced operaton, we recommend she use al alkaline
mattarien.

1 wou saldom cperate your ODYSSEY from batterics, butuse
the AC adaptor instead, remowe the barteres trom your
ORYSSEY to prevent oossib e batiery leakage damsge. The AC
Adantor is plugged into the AC Adepior socket located on the
1o bap= of yeus GDYESEY.

CHANMEL SWITCH

The CHANMEL SWITCH 5 ocuted above the printed circuit
hearct aned 15 used to select vither Chanrel 3 or 4 Far operation
ot your QDYSSEY, This switch w mnmally set at the Tautomy
for Channe!l 3 operation 1P a eelevision station i operating
ar Channel 3 in your aicd, move the switch e the Channel 4
neas Lo, For futore cefereae indicate hire the channcl Cemng
wsers (or pour DY S5EY.
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SKILL FRACTICE
SWITCH

: PROFESSIGNAL

@ GAME
smasH -§fl swiTcH

> AMATEUR

TENNIS %

HOCKEY g

PLAYER CONTROL

PLAYER COMNTRDL POWER OFF-ONJAESET SWITCH et s
LEFT PLAYER) RIGHT PLAYER]



how to use switches and controls on Odyssey

POWER/RESET SWITCH

The POWER-BESET S TOH s a Thiee (30§10 swditech. I
the exteerne oft nos.fian e ODYSSEY i w05, Maowing lo
the correr position will apply Doveer tn DOYSSEY. Troe ax
weme right posilon s wiecl to set the Susoinat'c Scrin g 10
2erg at the bwginniaid and comptetion o wich o, T His
portion of e switch s spning loaded ano after Uraser’ ow
raturn to the 0" oosiion.

GAME SWI\TCH

The GARE SWITCH is used tn enlent gty o8 nf throo Gernes
Smasn Tennis on Hoclkey, SMash i acteciad my pracing the
syt n e Top pos Do, Tanmis in ™4 aidoe sl Hockey
i the hwirmer

SKILL SWITCH
The SKILL S8WITCH s Leogd toosalact cii at two skl bl
amatour o gl

Amalew is selacted by plaving thae 3w Teh o the DOt oo -
tign whicy Julematicalyy  sets the speed of the Ylalltt 1o
showy, e sew of Ihe SpPrgyr Tt t small gnc The derflept-an of
Lhe Lk s iowr anglss.

Pro s ths: cent2r position and the spged ab e Tpal’ s tast.
the size of tha “olays ™ o e and e oeflectont of e bl
is four angles

Procrce 3 LhE top posibon. ~ha ru.es ard methpd of play ;e
descripon unoer PRACTICE.

The angle at which the vpall il e oweklacied s gieterrmnetl
By fme atei of 1hd “abayer ™ that is stiuck byt hall®™. The
Hust-ation shoskes the tymcal deiecton anglas soss ble with
sy SEILL SWITCH moamatzur ol are positon 1 Tne “hall ™
ctr ks the [Wayes 10 The 100 o0 hotlam ared a largs cefeetion
aocars. Hawewwer, it the cpall’t strikes The player” the
cnnter ar:a a srmall fetlantiun QroLTs.

TYPICAL

DEFLECTION | )
AMGLES EREE TR
.

PLAYER CONTROL

The PLAYER CONTHOL moues e Upaayer'’ Lnoon ke,
Turring tae kpob: 10 the right wwilt mikwe the Mplayer” L,
[eft vl miowe (he Ay er oo,



PROPER SMASH DISPLAY

OBJECTIVE
Tre pphjec1wr of SRASH is for 2ach comtastart o cont-ol fif
prayer o Ae s the 13t to tonsh the bal! Before 1 leaves the

olaying area, Tne firel corestant 1o score 15 ponts is 1he
W TR

SET-UF

t. Se1 the GAME SWITCH to the top pusiticn.

F Sptthe SKILL EWITCH to the desired sk 1l ez

3. Vove the POWER -RLSET SUWITCH otk Cerror 2oimion,

4 Llsirg the PLAYER CONTROLS positien 12 right payer in

the top halt at the screen drght crae 1) ancd fae et player in
the aotiem half o efecaart!,

PLAY

1 Asgsare seath cortestants ae resdy Tor play o beg e

2. The .ot couart 2 ayer musst recaiwe Dne hald = rem Play most
the- altgrinzse bwtwieen payois, i 5 nok you- torn the
“hall ™ w1l crasy Mirough p o Doayer.

3 Mose b=z POOWVER/RESET SViHTCH to the RESET positan
ard &lhuw i1 70 retuen 19 19 ceorar posiiion. T Re 5Cire 1§ = ow
cgl *a rorn angd the game boy ns. Good luck!

MOTE: Whena gither contestant reaches 15 points, the players

will be unable torebound the ball anet a neye game will have {o
be started.



PROFER TEMMNISE DISPLAY

OBJECTIVE

Thz opjectve of TENMNIG 5 for vach contestant to skillfully
defend mis cours and drive 1he bal! oasc \is opponcnt o score 2
[rot. The ¥ ret conviestant to r2ach 15 points wins the game,

SET-UP

1 Setthe GAME SVUITCH to the center oos t on.

2 8crhe SRILL SWITCH to the desired ski'l leveel

32 Mowg *he POWER RESET SWITCH 10 he center position.

4 Usirg 172 PLAYER CONTROLS posit en the players in the
cernter of ther vonirts.

PLAY

1 Assre both contestants are ready for play to begir. The right
couet puayer will normal v rece va first.

2. Mive ihe POWER/RESET SWITCH 1o the RESET mition
and al low it o retars 1o the center positian. The scor2 & o
et o Jyero and the ngame hegins, NOTE; When either
contestant reaches 15 points the players will be unasls 10
rebound the ball snd anew game will have 1o be started.



TYPICAL
DEFLECTION
AMNGLES

PROPER HOCKEY DISPLAY

OBJECTIVE

The objective of HOCKEY is for each contestant to skillfully
defend bis goal while trying to menedver the puck inko his
apponents net, The first contestant 1o score 15 paints wins the
perigd. Y ou must win two out of three periods towin the game.

10

STRATEGY

Hockey is played wath two players on each contesiant’s team, a
goalie and @ forward. The goale iz in his normal position while
tha forward is in th® epponent’s half of the olayng area. The
forward can wntercepl the puck and change 1ts angle of travet.
Assume your goalie has just deflected the puck and tpassed nto
your opponent’s halt of the paying area. By positioning yowr
forward ahead of the puck it will pass through the back of yaur
furward and change the angle of travel [see Nlustration), 1€ the
puck hits the front of your furward it will be deflected. This
“pass through' is only possible when the puck is traveling
toward your opponcnt’s goal,

SET-UPF

1. 5et the GABME SWITCH to the bottom position.

2. Sotthe SKILL SYITCH to the desired skill level.

3, Maove the POWER/RESET S8WITCH to the cantar pesition.

4. Uting the PLAYER COMTROLS position the players in the
center of their playing areas.

PLAY

1. Assure bath contestants are ready for play 10 begin. The puck
will normally enter from the left side.

2, Moue the POWER/RESET SWITCH 1o the RESET position
and allow it to return to the center pesition. The score s now
et 1o 2erp and the game begins. NOTE: Whan sither
contestant reaches 15 points the players will be unable to
rebound the hall :rd a new game will have To be started,



PRAGY
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QBJECTIVE

The ochjective of the PRACTICE game is to practice hitting lne
bail, Each time the player messes the ball, one point s edded
1o the scuwe. When the score reaches 18 points, the game is
OWET.

SET UP

1 Place tHwe SKILL switch in ghe practice ltop] position.
Z. Mowe the FOWER/RESET 10 the center position.

3. Using the RIGHT PLAYER CONTROL, position the
ripht player in the center of the cours. NOTE: During the
PRACTHCE game, the LEFT PLAYER CONTROL does
not functian,

PLAY

When you are acady to bemin practice, mene the POWERS
RESET switch to the RESET position and allaw 1t to relurn
ta the center position. The score is ngw 581 16 Zero and the
game beqgins. NOTE: When the score reaches 15 points the
player will be unable to rebound the ball and a new game will
hava 1a be started.



